THE CONSTRU 


 ormed using forces no longer understood or 

long since forgotten, your Patron is invested 

not only with incalculable power, but an 

intelligence to match. Its form may be an 

entire vast complex filled with arcane 

machinery trapped far underground amongst 

the ruins of its progenitors; or a completely 
misunderstood "relic" venerated in the city center by the 
ignorant mortals of the present day, unaware of its true 
purpose. Its nature may be arcane, technological, or some 
strange amalgamation of both. 

Now active, at its disposal are both a vast array of 
resources and the means to fabricate the entities it needs 
to once again turn its attention back upon the outside 
world. 


RESTRICTED SPELL LIST 
Warlocks taking the Construct as their patron cannot 
choose the eldritch blast cantrip from the Warlock spell list 


EXPANDED SPELL LIST 

The Construct lets you choose from an expanded list of 
spells when you learn a warlock spell The following spells 
are added to the warlock spell list for you. 


Spell Level Spells 
Cantrip —_ aether strike 
Ist absorb elements, shield 
2nd heat metal, knock 
3rd lightning bolt, sending 
Ath fabricate, stoneskin 


Sth animate objects, arcane hand 


ARCANE SENTINEL 

Starting at 1st level you can summon a portal through 
which your patron sends a Sentinel, a construct of its own 
design to aid you. The Sentinel's stat block is shown below. 

Sentinels are small, hovering, non-humaniod drone 
constructs that vary widely in shape and design, imbued by 
your patron with a fully realized sentience and personality. 
It rolls its own initiative in combat and unless specified, the 
Sentinel can not attack. 

The Sentinel shares your Charisma statistic, and uses it 
as its spellcasting modifier for spells and abilities. 

Once per long rest you may summon a Sentinel with this 
feature for free. If your Sentinel's physical form is 
destroyed, you may use an action to spend one Pact slot 
and summon another. It keeps its personality if you choose. 


ONE WITH STEEL \ CHARGES 
e At 1st level, you gain proficiency with shields. 


e In addition, choose one arm. As part of your pact, the 
Construct replaces part of your organic form with a fully 
functional Living Metal prosthetic woven with arcane 
magic, attaching the arm at the elbow or shoulder. The 
Living Metal arm is both a spellcasting focus and magic 
melee weapon with which youre proficient. Your 
unarmed strikes with this arm deal 1d8 force damage. 


e The magic powering your Living Metal arm contains a 
pool of reserve energy in the form of Charges, which are 
used to power your Sentinel companion's Protocols. At 
level 1 you have a maximum of 2 Charges. Your 
maximum number of Charges increases by 2 at level 4, 
7, 10, 13, & 16. You regain all Charges after a long rest. 


PROTOCOLS 
Protocols allow the Warlock to power specialized actions 
by their Sentinel As a bonus action you may activate a 
Sentinel's protocol, spending the Charges stored in your 
the Living Metal arm to power the chosen ability. 

At level 1, choose one protocol from the following list. 
You unlock one additional protocol at level 4, 7, 10, 13, & 16. 


e Arcane Capacitors (2 Charges) - Store one spell of 
base 4th level or lower by casting the spell on the 
Sentinel, which has no immediate effect. On its turn, the 
Sentinel may cast the stored spell requiring no 
components using its action. When the spell is cast any 
previously stored spell is lost. 

¢ Shield Projection - If within 60 ft, your Sentinel casts a 
shimmering shield around you. You gain a bonus to your 
AC equal to your Charisma modifier. This effect lasts 1 
minute. 

e Arcane Echo (2 Charges) - The Sentinel uses its 
reaction to cast, requiring no components, a spell you 
already cast this turn. The base spell level must be 7th 
or less and only be capable of targeting one creature. 

¢ Combat Protocol (2 Charges) - You power your 
Sentinel's defense array for 1 minute. It gains +3 AC, is 
resistent to physical attacks from non-magical sources, 
and on its turn your Sentinel may take the attack action. 
Starting at level 11 it may attack twice instead of once. 

¢ Salvo (2 Charges) - Your Sentinel immediately 
unleases a flurry of attacks, which increase in number 
by level, from its main cannon. Level 1: 1 shot; Level 6: 3 
shots; Level 11: 5 shots; Level 17: 7 shots 

e Lifelike Avatar - The Sentinel's Projection ability is 
now cast as if major image until your next long rest, and 
while projecting an avatar the Sentinel is invisible. A 
creature must use its action to make a Intelligence 
(Investigation) check against your spell save DC to see 
through the illusion and invisibility. 

¢ Kill Switch (2 charges) - Either immediately on 
activation of this Protocol, or within the next 10 minutes 
when your Sentinel's hit points drop to 0, your Sentinel 
self-destructs and inflicts a number of d10 dice in fire 
damage equal to half your Warlock level rounded up, to 
all targets within 10 ft of its location. 

¢ Reconnaissance Protocol The Sentinel's passive 
perception is increased to 16. It also now knows the 
following spells and can cast them for a total of 3/long 
rest requiring no components: detect evil and good, find 
traps, see invisibility, and detect magic. 

¢ Paint Target. The Sentinel targets a creature 
within 60 ft, which must make a dexterity 
saving throw. On failure the target 
is affected by the faerie fire 
spell The drone must maintain 
concentration to continue 
the effect. 


AUXILLARY FIRE 
Staring at 6th level, once per round, when you cast the 
aether strike cantrip, you can key in your Sentinel to use its 
reaction to fire off a blast using its auxilliary fire ability, 
making a ranged spell attack which on hit inflicts 1d10 + 
Charisma modifier damage to the same or different target. 
At 11th level your Sentinel can fire 2 such attacks, and at 
17th level the number of attacks increases to 3. 


EMERGENCY RECALL 

At 10th level, twice per long rest you can use your reaction 
to attempt to emergently teleport your Sentinel to safety. It 
immediately disappears from its current location and 
appears back at the location of your patron (regardless of 
which plane it is on) It remains there until the start of its 
next turn, at which time it returns to its previous location. 


ANCHORPOINT 
At 14th level, once per day you can touch your Living Metal 
arm to the ground outside and perform a ritual for 1 hour 
using this feature. After 1 hour a portal opens in the sky 
and a Gargantuan ediface, 80 ft tall, hurtles through the 
portal and crashes into the ground within 30 ft of you, 
implanting itself through earth or stone to a depth of 20 ft. 
The Anchorpoint is a conduit allowing your patron to 
influence the local area. It provides the following effects: 


e As long as you're within a 5 mile radius: 
e You regain 3 Charges per short rest 
e Once per long rest, you and 4 willing creatures 
within 10 ft may teleport to the Anchorpoint 


Your patron sets about altering the landscape within 
2500 ft using a swarm of harmless worker drones. It takes 
7 days before completion. Recasting at a different location 
causes anything created to crumble to dust. When you first 
reach level 14, you and your DM should decide which of the 
following effects your Anchorpoint has based upon your 
patrons nature: 


Consumption - The land is stripped bare of all surface 
structures, useful minerals, and vegetation. The component 
lumber, minerals, and stone are orderly piled at the base of 
the Anchorpoint awaiting you. Any town with a semblance 
of an active guard is able to keep the drones 

away from structures. 


Transformation - With supernatural speed the land is 
overgrown with a dense and deadly jungle. Trees may be 
created which are far larger than otherwise natural The 
land is difficult terrain for all enemies and those attempting 
to reach the Anchorpoint must first make a Wisdom 
(Survival) check against your spell DC with disadvantage. 
On failure they become lost for 8 hours and take 2d12 
damage from hostile wildlife. After 8 hours they may either 
make another Survival check, or can exit the area safely. 


Construction - Drones begin constructing an alien 
appearing town surrounding the Anchorpoint. It can 
comfortably house 200 people and includes a fully 
functional forge, smelter, tavern, dock (if applicable), 
lumbermill, grainery, and armory stocked to well equip a 
town guard of 30 soldiers. Planted farmland sufficient to 
feed the town sits on the outskirts. People not included. 


ARCANE SENTINEL 


small construct, lawful neutral 


Armor Class 15 (natural armour) 

Hit Points equal the Sentinal drone's Constitution 
modifier + your Charisma modifier + three times 
your level in this class 

Speed 0 ft., fly 40 ft. (hover) 


STR DEX CON 
6 (-2) 16 (+3) 14 (+2) 


WIS 


16 (+3) 14 (+2) X (4x) 


Skills Arcana +7, Investigation +7, Perception +6 
Damage Immunities poison 
Condition Immunities charmed, exhaustion, 
frightened, poisoned, prone 
Senses darkvision 60 ft., passive Perception 12 
Languages Common and any languages its master 
knows 
Challenge 1 (200 XP) 
a ~— 
Projection, The Sentinel drone can project an illusory 
avatar of itself within 10 ft. This form can be of its 
choosing, but must be Medium or smaller in size. The 
nature of this illusion is visual and vocal only. The 
avatar moves along with the drone. As the avatar 
changes location, it can alter its appearance so that its 
movements appear natural for the image. Its nature 
on any close inspection is clearly illusory and does not™ 
require a saving throw. r 


Matter manipulation The drone may cast the mage 


hand cantrip at will with a range of 30 feet in orderto ~~ 


interact with the environment, when cast this way the 
hand is invisible. 


Actions 


Main cannon. Ranged Spell Attack: +5 to hit, range 60 
ft., one target. Hit: 8 (2d4 + 3) force damage. A 
blistering flurry of energy slams towards a target 
creature within range 


Reactions 


Auxillary fire. Ranged Spell Attack: +4 to hit, range 60 
ft. Hit: (1d10 + Charisma modifier) force damage. A 
beam of crackling energy streaks toward a creature 
within range. 


SPELLS 


AETHER STRIKE 
cantrip, Evocation school 


Casting Time: 1 action 

Range: 5 ft. 

Components: M (Living Metal arm) 
Duration: Instantaneous 


Your Living Steel arm seethes with pent up power, 
wreathing it in glowing energy before striking with blinding 
speed. 

As part of the action used to cast this spell, you must 
make a melee attack with either your Living Steel arm itself 
or with a weapon held in that arm, otherwise the spell fails. 
On a hit, instead of the weapon attack’s normal damage, it 
deals 1d10 force damage. All other weapon effects are 
preserved. You can use your Charisma modifier, instead of 
Strength or Dexterity, for the attack and damage rolls. 

On a critical hit, your Living Steel arm absorbs some of 
the tremendous energy from impact, and instantly 
regains 2 Charges. 
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THE CONSTRUCT 


Level 
Ist 


2nd 


Proficiency 
Bonus 


+2 
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Features 


Arcane Sentinel, One With 
Steel, Protocols 


Eldritch Invocations 
Pact Boon 
Ability Score Improvement 


Auxillary Fire 


Ability Score Improvement 


Emergency Recall 


Mystic Arcanum (6th level) 
Ability Score Improvement 
Mystic Arcanum (7th level) 
Anchorpoint 

Mystic Arcanum (8th level) 
Ability Score Improvement 
Mystic Arcanum (9th level) 
Ability Score Improvement 
Eldritch Master 


Maximum 
Charges 
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